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1. GAME PLAY 


(ADVENTURE is for one player 
only.) 


An evil magician has stolen the En- 
chanted Chalice and has hidden it 
somewhere in the Kingdom. The 
object of the game is to rescue the 
Enchanted Chalice and place it in- 
side the Golden Castle where it 
belongs. 


This is no easy task as the Evil 
Magician has created three 
Dragons to hinder you in your quest 
for the Enchanted Chalice. There is 
Yorgle, the Yellow Dragon, who is 


just ean mean; there is Grundle, 
the Green Dragon, who is mean 
and ferocious; and there is Rhindle, 
the Red Dragon, who is the most 
ferocious of all. Rhindle is also the 
fastest Dragon and is the most dif- 
ficult to out maneuver. 


There are three castles in the 
Kingdom: the White Castle, the 
Black Castle, and the Golden 
Castle. Each castle has a Gate over 
the entrance. The Gate can be 
opened with the corresponding col- 
ored Key. Inside each Castle are 
rooms (or dungeons), depending at 
which Skill Level you are playing. 


The Castles are separated by 
rooms, pathways and labyrinths. 
Common to all the Skill Levels is 
the Blue Labyrinth through which 
you must find your way to the 
Black Castle. Skill Levels 2 and 3 
have a more complicated Kingdom 
(see SKILL LEVELS section). 
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2. USING THE CONTROLLERS 


Use your Joystick Controllers with 
this ATARI® Game Program™ car- 
tridge. Be sure the Joystick Con- 
troller cable is firmly plugged into 
the LEFT CONTROLLER jack at 
the back of your ATARI Video Com- 
puter System™ game. Hold the 
Joystick with the red button to 
your upper left, toward the televi- 
sion screen. See Section 3 of your 
owner’s manual for further details. 





Move Up 
Move Move 
Left Right 
Move 
Diagonally 
Move Down 


You can move in any of eight direc- 
tions using the Joystick (see 
diagram). Each area shown on your 
television screen will have one or 
more barriers or walls, through 
which you CANNOT pass. There 
are one or more openings. To move 
from one area to an adjacent area, 
move “‘off’’ the television screen 
through one of the openings, and 
the adjacent area will be shown on 
your television screen. 
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Scattered throughout the Kingdom 
are certain objects to help you in 
your search for the Enchanted 
Chalice. To pick up an object, all 
that is necessary is to touch it. You 
will hear a sound that will notify you 
that you have the object in tow. To 
drop the object, press the red con- 
troller button. You will hear a dif- 
ferent sound that will tell you that 
the object has been released. 


3. CONSOLE 


GAME SELECT AND GAME 
RESET 


Choose the Skill Level you wish to 
play by pressing game select. To 
begin play, press game reset. 


If you get ‘‘eaten’’ by one of the 
Dragons, do not despair! Just press 
game reset and you will be “'rein- 
carnated”’ and placed back in front 
of the Golden Castle. Unfortunately, 


3 





To open any Castle, touch the Gate 
with that Castle’s corresponding 
colored key. The Gate will slide 
open and you can enter the Castle 
by moving upward through the 
Gate. If you are leaving the Castle, 
it is advisable to push the Key out 
first or you may inadvertently close 
the Castle Gate behind you. 


CONTROLS 


any Dragons you may have slain 
(see GOOD MAGIC) will also be 
reincarnated. If you were carrying 
any object with you, it will remain 
where it was. 


If you have finished one game and 
wish to begin another press either 
game reset or game select. The 
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number of the skill level at which 
you were playing will appear on the 
television screen. Press game 
reset and begin play. 


DIFFICULTY SWITCHES. 


By using the difficulty switches 

you can increase or decrease the 

ane of the game at each Skill 
evel. 


When the left difficulty switch is in 
the b position, the Dragons will 
hesitate before they bite you. 
Therefore, when the left difficulty 
switch is in the a position, it is 
more difficult to escape them. 


TV TYPE SWITCH 


Set this switch to color if you have 
a color television set. Set it to b-w 
if you are playing the game in black 
and white. 


4. GOOD MAGIC 





While the Evil Magician has created 
many hazards to slow you in your 
quest to rescue the Enchanted 
Chalice, there is some Good Magic 
on your side: 


e You have a Sword that you can 
use to slay the Dragons. To do 
this, you must touch them with it. 


e If the right difficulty switch is in 
the a position all Dragons will 
run from the Sword. 





© There is a Bridge that can be 
used to pass over the walls of 
any portion of the Kingdom. The 
Bridge CANNOT be used to pass 
through any barrier into the next 
portion, nor can it be used to 
move from right to left or left to 
right over a barrier or wall. It 
also CANNOT be used to get 
past a locked Castle Gate. 
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Pick up the Bridge the same as you 
would any other object. Place the 
Bridge across the wall that you 
wish to pass over and release it by 
pushing the red controller button. 
The ends of the Bridge must be 
visible on both sides of the wall for 
it to work. After releasing the 
Bridge you can then pass through it 
to the other side of the wall or 
barrier. 


If you should happen to touch the 
inside of the Bridge while you are 
passing over the barrier, the Bridge 
will close and you may become 
trapped in the wall. 


To release yourself, press the red 
controller button. If, for some 
reason, your magic should fail and 
you still cannot release yourself, 
press game reset and “‘reincar- 
nate’. Use reincarnation as a last 
resort, especially if you have slain 
one or more Dragons. 





¢ In all games, Yorgle, the Yellow 
Dragon, is afraid of the Gold 
Key and will run from it. He will 
also stay away from whatever 
room or area of the Kingdom in 
which it may be. 


© To remove objects that are 


stuck in a wall and out of reach, 
there is a Magnet that affects all 
inanimate objects, including the 
Bridge. The Magnet can also be 
used to move objects in an adja- 
cent part of the kingdom by put- 
ting it in front of you before 
entering that part of the 
Kingdom. 


5. BAD MAGIC 


The Evil Magician has cast a spell 
to make it difficult for you to suc- 
ceed in rescuing the Enchanted 
Chalice. Not only do the Dragons 
rally around and try to stop you 
from getting the Enchanted Chalice, 
they guard other objects in the 
Kingdom: 


¢ Grundle, the Green Dragon, 
guards the Magnet, the Bridge, 
and the Black Key. 


© Rhindle, the Red Dragon, guards 
the White Key. 


e When not guarding the En- 
chanted Chalice, Yorkle, the 
Yellow Dragon, roams freely 
about the Kingdom. Sometimes 
he will assist Grundle or Rhindle 
in guarding whatever it may be 
that they are guarding. 
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There is other Bad Magic that you 
must overcome in order to rescue 
the Enchanted Chalice: 


e You cannot pick up and carry a 
slain dragon. 


e In Skill Levels 2 and 3 (see 
SKILL LEVEL descriptions), 
besides the Dragons, the Evil 
Magician has created a Black 


Bat that carries objects around 
throughout the Kingdom and 
trades them for an object that 
you may be carrying. The Black 
Bat may trade a live Dragon for 
the Sword and leave you 
defenseless, or it may trade you 
something for the Enchanted 
Chalice just as you are ready to 
put it into the Golden Castle. 


6. GOOD OR BAD MAGIC 


Some Magic can be good or bad, 
depending on the situation: 


e You can catch the Black Bat and 
carry it along with whatever the 
Black Bat may be carrying. 
However, sometimes the Black 
Bat will escape (usually at the 
Most inopportune times). 


e |f there are four or more objects 
(including the Castle Gates) in 
your area of the Kingdom, your 
magic may or may not work. 
Sometimes you can slay a 
Dragon, sometimes you can't. 
However, it is easier to avoid be- 
ing swallowed by a Dragon. 


If you have slain a Dragon, and he 
is blocking your path so you cannot 
get through, you can use this to 
your advantage by placing one or 
two objects in the same area and 
then move through the slain 
Dragon. 


Sometimes the Black Bat can be 
used to your advantage by getting it 
to swap for an object you need that 
may be stuck in a wall. 
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7. SKILL LEVELS 


LEVEL 1 


This is the simplest Skill Level. 
When you press game reset to 
begin play, you will see the Key to 
the Golden Castle. Unlock the 
Castle and enter. You will find the 
Sword inside the Golden Castle. 
The Key to the Black Castle is be- 
ing guarded by Grundle, the Green 
Dragon. Yorgle, the Yellow Dragon 
is roaming free and may or may 
not be found guarding the En- 
chanted Chalice, which is hidden 
with the Magnet inside the Black 
Castle. 


LEVEL 2 


This Kingdom is much larger than 
Level 1. There are Catacombs (in 
which you can see only part way). 
The Key to the Golden Castle is 
hidden here. You must pass 
through the Catacombs to reach 
the White Castle. The Key to the 
White Castle is hidden in the Blue 
Labyrinth. Inside the White Castle is 
the Red Dungeon. There is a 
Secret Room in the Red Dungeon 
where the Key to the Black Castle 


is hidden. To get to the Secret 
Room you must use the Bridge. To 
get to the Black Castle you must 
pass through the Blue Labyrinth. 
Behind the first room of the Black 
Castle is the Grey Dungeon, which 
is similar to the Catacombs. The 
Enchanted Chalice is hidden here, 
guarded by Rhindle, the Red 
Dragon. 


All objects, the Dragons, and the 
Black Bat will start in the same 
place in the Kingdom each time 
you play the game at Level 2. 


LEVEL 3 


The Kingdom is the same as Level 
2, but is more difficult to play as 
the Evil Magician has placed all the 
objects and the Dragons randomly 
within the Kingdom. You will never 
know for sure what is in the next 
area of the Kingdom until you enter 
it, nor will you Know for sure where 
the Enchanted Chalice may be hid- 
den. The Dragons could be inside 
any of the Castles. 
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LIMITED NINETY DAY WARRANTY 


ATARI, ING. (“Atari”) warrants to the original consumer purchaser that your ATARI® Game Program cartridge. 
is free from any defects In material or workmanship fora period of ninety days fromthe date of purchase. Ifany 
such defect Is discovered within the warranty period, Atarl’s sole obligation will be to replace the cartridge 
free of charge on receipt of the cartridge (charges prepaid, If mailedor s! ippedt with proof of date of purchase 
at elther the retail store where the cartridge was purchased or at one of the ATARI Regional Service Centers 


listed below: 
Atari, Inc. Atari, Inc. 
1312 Crossman Ave. 43 Belmont Dr. 
Sunnyvale, CA 94086 Somerset, NJ 08873 
Atari, Inc. Atari, Inc. 
5400 Newport Dr. 2109 East Division St. 
Suite 1 Arlington, TX 76001 


Rolling Meadows, IL 60008 


This warranty shall not apply If the cartridge (i) has been misused or shows signs. of excessive wear, (il) has 
been damaged by being used with any products not supplied by ATARI, or (ili) has been damaged by being 
serviced or modified by anyone other than an ATARI Regional Service Center. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUSiNG WARRANTIES OF MERCHANTABILITY AND 
FITNESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE. CONSEQU ENTIAL 
OR INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED 
WARRANTIES ARE HEREBY EXCLUDED. 


Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusion or 
limitations of incidental or consequential damages, so the above limitations or exclusions may not apply to 
you. 


This warranty gives you specific legal rights and you may also have other rights which vary from state to 
te. 


A. 


ATARI® 


A Warner Communications Company © 


ATARI, INC.,Consumer Division 
P.O, Box 427, Sunnyvale, CA 94086 
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